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MAP GAME PIECES HAVING PICTORIAL REPRESENTATIONS OF GEOGRAPHICAL REGIONS OF
THE WORLD DISTRIBUTED TO FIRST AND SECOND TEAMS

510
r

PLURALITY OF RECORDED MUSIC TRACKS REPRESENTING MUSIC SELECTED FROM A
RESPECTIVE GEOGRAPHICAL REGION DEPICTED ON MAP GAME PIECE STORED ON AN AUDIO
STORAGE MEDIUM

- 520

GAME COMMENCED WHEN A FACILITATOR PLAYS AND THE FIRST TEAM RECEIVES AN

AURALLY PRESENTED MUSICAL AUDIO OUTPUT FROM ONE OF THE RECORDED MUSIC
TRACKS VIA A MUSIC PLAYER

- 530
FIRST TEAM CLASSIFIES RECEIVED AURALLY PRESENTED MUSICAL AUDIC OUTPUT AND
IDENTIFIES A LOCATION OF THE GEOGRAPHICAL REGION ON THE MAP GAME PIECE WITH OR
WITHOUT HINTS FROM THE FACILITATOR

40

s 5

FIRST TEAM RECEIVES AN INDICATION FROM THE FACILITATOR WHETHER OR NOT THE
CLASSIFYING AND IDENTIFYING ARE CORRECT

550
r‘
IF CLASSIFYING AND IDENTIFYING CORRECT, FIRST TEAM MARKS LOCATION OF THE

GEOGRAPHICAL REGION ON THE MAP GAME PIECE AND RECEIVES A SCORED POINT

r 560
IF CLASSIFYING AND IDENTIFYING INCORRECT, SECOND TEAM PROVIDED WITHAN
OPPORTUNITY TO CORRECTLY CLASSIFY THE AURALLY PRESENTED MUSICAL AUDIO OUTPUT
AND IDENTIFY A LOCATION OF THE GEOGRAPHICAL REGION ON THE MAP GAME PIECE

~ 570
IF CLASSIFYING AND IDENTIFYING CORRECT, SECOND TEAM MARKS LOCATION OF THE
GEQGRAPHICAL REGION ON THE MAP GAME PIECE AND AWARDED SCORED POINT

FIG.5
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GEOGRAPHIC ORIGIN OF A MUSIC GAME

CROSS REFERENCE TO RELATED
APPLICATIONS

This application claims priority from U.S. Provisional
Application No. 61/702,410 filed on Sep. 18, 2012, the
entirety of which is incorporated by reference herein.

TECHNICAL FIELD

The present disclosure relates to an interactive, audio iden-
tification game.

BACKGROUND

Music from around the world is gaining in popularity. As
world music becomes more common place, it may become
desirable for individuals to recognize the country or region of
origin of various music styles. Additionally, business, scien-
tific, artistic and humanitarian projects now commonly
require collaboration from multiple individuals and organi-
zations that may be located in many different parts of the
world. Thus, it is important for individuals to have an
increased awareness for different cultures, including a geo-
graphical awareness to identify and locate of various coun-
tries in the world and a cultural awareness to identify idio-
syncratic and artistic characteristics of different countries and
world regions. It is desirable to enable individuals to gain this
awareness through entertaining and educational interactions,
such as an interactive and competitive game. The game would
enable individuals to learn about, and be tested on, geo-
graphic and cultural knowledge of different world regions.
Additionally, the game would enable young children and
students to enhance their geographic aptitude in alignment
with national and local educational standards.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is an example representation of a music identifica-
tion game comprising a plurality of world maps, a legend, an
audio storage medium and an instruction manual.

FIG. 2 shows an example representation of the world map
of the music identification game.

FIG. 3 shows an example representation of the legend that
lists the various regions and countries of the world.

FIG. 4 shows an example representation of a place holder
object used as a part of the music identification game.

FIG. 5 is a flow chart illustrating the steps of playing the
music identification game in accordance with an embodiment
of the present invention.

FIG. 6 is a flow chart illustrating the steps of playing the
music identification game in accordance with another
embodiment of the present invention.

DETAILED DESCRIPTION
Overview

Techniques are described herein for participating, facilitat-
ing and scoring a music identification game. In one embodi-
ment, the music identification commences by a first team
receiving an audio output from a music player. The audio
output is classified in one or more hierarchical categories. An
indication is received as to whether or not the classifying is
correct. [fthe classifying is correct, a location on a map game
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piece is marked. The location on the map corresponds to
information related to the one or more hierarchical categories.

In another embodiment, audio output is played from a
music player. A classification of the audio output is received
from a first team. The classification is in one or more hierar-
chical categories. The classification is evaluated and a deter-
mination is made as to whether the classification is correct. If
the classification is correct, a scored point is awarded to the
first team. If the classification is incorrect, an opportunity is
provided to a second team to correctly classify the audio
output.

In yet another embodiment, a board game is provided that
relates to identifying music and associating the music with
the geographic region. The board game comprises one or
more map game pieces that show geographic regions of the
world. The board game also has an audio storage medium that
is configured to store a plurality of music tracks from various
geographic regions depicted on the map game pieces,
wherein the geographic regions comprise continents, subre-
gions of continents and countries around the world. The board
game further comprises a legend game piece that provides a
list of the names of the continents, subregions of continents
and countries shown on the map game pieces. An instruction
manual is also provided for the board game. The instruction
manual comprises an answer key that lists the association of
the plurality of music tracks on the audio storage medium
with the various continents, subregions of continents and
countries.

Example Embodiments

Reference is first made to FIG. 1. FIG. 1 shows an example
representation of components of a music identification game
100. The music identification game is also referred to here-
inafter as “music game” or simply “game.” The music iden-
tification game comprises a plurality of world maps, shown at
reference numeral 102, a legend, shown at reference numeral
104, an audio storage medium, shown at reference numeral
106 and an instruction manual, shown at reference numeral
108. The components of the music identification game 100
shown in FIG. 1 are merely an example, and it should be
appreciated that there may be more components or alternative
components in various versions of the game 100. In one
example, the world maps 102 may be color coded, with dif-
ferent regions around the world highlighted in different col-
ors. The legend 104 lists all of the countries depicted on the
map, and also maps the countries to specific subregions and
continents, as will become apparent herein. The audio storage
medium 106 is shown in FIG. 1 as a compact disc, though it
should be appreciated that it may be any storage medium that
is configured to store a plurality of music tracks (e.g., tracks
with music from various regions and countries around the
world). The plurality of music tracks may be of the same
duration or may vary from track to track. In one example,
there may be thirty-five music tracks on the audio storage
medium 106, each of which may correspond to a country and
may be one minute in length. It should be appreciated that this
is merely an example.

The instruction manual (“instructions” or “manual”) 108
details how the music identification game 100 is played. For
example, the manual 108 may comprise the game objectives
and instructions, and additionally may comprise an answer
key for classifications submitted by teams participating in the
game. In one example, as will become apparent herein, ateam
may classify an audio track as belonging to a continent,
subregion and/or country, and the answer key will contain the
correct response. These features are described in more detail
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herein. The manual 108 may also comprise pre-tests and
post-tests to be administered for game participants (e.g., stu-
dents) to test geographic and cultural acumen before and after
participating in the game 100. These tests can be used to track
learning progress of the game participants.

In general, the game 100 involves one facilitator and two or
more teams. In one example, the facilitator is an individual
who is independent from each of the teams, and his or her
responsibilities may involve moderating and scoring the
teams’ participation in the game 100. Each team may have
one or more players, and during game play, scored points
(“points”) may be awarded to each team based on their per-
formance. At the end of one or more rounds, a team with the
highest point total is declared the winner. In one example,
each team may also have a team leader or captain. The team
leader/captain is the representative of the team and is respon-
sible for delivering responses to the facilitator.

The objective of the game 100 is for the teams to correctly
identify the geographic origins of a musical selection. For
example, an audio output (e.g., a music track) is played, and
teams are compelled to classify the music track into one or
more hierarchical categories. The hierarchical categories
may, for example, be related to geographic origins of the
music. A first hierarchical category constitutes a continent
from which the music style of the music track originates, a
second hierarchical category constitutes a subregion in the
content from which the music style originates and a third
hierarchical category constitutes a country in the subregion
from which the music style originates.

Teams earn points by correctly identifying the geographic
origins of a musical selection in one of three categories by
continent (Level 1), subregion (Level 2) and country (Level
3). The team with the most points after a round or predeter-
mined number of rounds wins. In general, the facilitator may
organize the teams, or players may select the teams them-
selves. When a musical selection is played, and when it is a
team’s turn, the members of the team may collaborate with
one another to determine a response classification for the
musical selection. The team members may then provide their
answer to the facilitator through their designated team leader/
captain. The facilitator determines whether or not the classi-
fication is correct, and if so, awards the appropriate number of
points to the team that answered correctly.

The team may classify the musical selection into the one or
more of the hierarchical categories, as appropriate. For
example, during one round, teams may only be required to
supply a Level 1 classification, while in other rounds, the
teams may be required to classify the musical selection in one
or more additional hierarchical categories (e.g., Level 2 and
Level 3). In one version of game play, the game 100 can be
played at increasing levels of difficulty (wherein Level 1 is the
easiest level and Level 3 is the hardest level). At Level 1,
teams may be required to identify only the continent of origin
of'the music selection. At Level 2, students may be required to
answer both the Level 1 question and the Level 2 (subregion)
question. At Level 3, students may be required to first identify
the origin of the played selection by continent, then subregion
and final country or countries. At all levels, any music selec-
tion may be played for a predetermined period of time (e.g.,
one minute).

When the game starts, each team may be provided, for
example, with three world maps 102, three playing cards
(e.g., one king of any suit, one queen of any suit and one ace
of any suit) and a one or more paper pads (for scoring and
collaboration purposes). A first team will be selected, by
chance or by choice, to participate first. The first team is then
provided with a place holder object, which indicates the
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team’s turn in the game 100. The facilitator plays an audio
track from the audio storage medium 106 and asks questions
of one or more of the hierarchical levels. For example, for
Level 1, the facilitator might ask “Which continent does the
music come from?” For Level 2, the facilitator might ask
“What subregion does this music come from?” For Level 3,
the facilitator might ask “What country does this music come
from?” If the first team answers correctly, it wins one point
and then passes the place holder to the next team. If the first
team answers incorrectly, a second team has a chance to steal
the point.

In the instance where the second team has a chance to steal
the point, the second team will be awarded one point if it
answers correctly a question that the first team could not
answer (e.g., if the second team makes a proper classification,
when the first team makes an improper classification). If the
second team answers incorrectly, a third team receives an
opportunity to steal the point, and so on. This continues until
either a team answers correctly or until all teams have had a
chance to answer. Once either the first team has answered the
question correctly or if another team has stolen the point, the
second team (or whichever team is next) now has a first
chance at a new musical selection, and the placeholder is
passed to that team to start the next turn.

In one embodiment, the team that answers the continent
(Level 1) question correctly is informed by the facilitator of
the subregion and country from which the music selection
originates. In another embodiment, the team that answers the
Level 1 question correctly is then asked subsequent Level 2
and Level 3 questions, with an opportunity to score additional
point values for answering questions at each level. As in the
case above, an incorrect response may provide other teams
with the opportunity to steal the point for the particular level
in which the incorrect answer was provided. The point win-
ning team may then mark the country of origin on one of the
maps 102 (or on a wall map). In one example, teams are
awarded one point for each correct Level 1 and Level 2
classification and are awarded two points for each Level 3
classification.

Teams may be able to receive one or more hints from the
facilitator. These hints may be requested from the facilitator at
will or by a team turning in (through its team leader/captain)
a hint card to the facilitator. Hint cards are, for example, the
king card and queen card distributed to each team at the start
of'the game, and thus, in this example, each team is allowed
only two hint requests. If a team decides that it needs a hint,
the team leader/captain asks the facilitator for the hint and
surrenders one of that team’s hint cards. The facilitator sup-
plies a hint corresponding to the question level that the team
is answering.

Teams may also be able to block potential answers pro-
vided by other teams. For example, the first team may use a
block (by turning in the ace card to the facilitator) to prevent
team 2 from answering a subsequent question. In one
example, each team may have only one blocking card. The
purpose of the block is to steal the question from the team at
play and to win points as a result. The block is applied against
the team at play (e.g., the first team can attempt to block the
second team when the second team is at play) as the team at
play attempts to answer its question. For example, assuming
it is the second team’s turn, the first team may play its block
card (e.g., by the first team leader/captain holding up the ace
card) and saying “block” out loud. The first team then has a
chance to answer the question, and if correct, the first team
may have a chance to answer questions at other levels. In one
example, if the first team answers incorrectly, points may be
deducted from the first team’s score. For example, after play-
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ing the block card, the first team may lose one point for an
incorrect Level 1 answer, two points for an incorrect Level 2
answer and three points for an incorrect Level 3 answer. Thus,
teams may use the block card, but at their own peril should
they answer incorrectly.

Once a complete round has been played (e.g., when all
teams have a turn to answer questions), the facilitator adds up
all the points. The team with the most points wins. Optionally,
a game may consist of two or more rounds. During gameplay,
team members are encouraged to listen to the music in
silence, to consider the music’s sound and feel, imagine
where the music comes from, discuss possible answer choices
by listening to each other, choose the team’s best possible
answer, answer through a team leader/captain and identify a
place on the map.

Referring to FIG. 2, an example word map 102 is shown.
The world map 102 in FIG. 2 shows various continents,
though it should be appreciated that more detailed maps may
be included as a part of the game 100 that include the subre-
gions and countries. FIG. 3 shows an example legend 104 that
may be provided with the game. The legend 104 in F1G. 3 lists
all of the countries in particular continents and subregions
within continents. F1G. 4 shows an example placeholder 200
that is used to indicate a team’s turn during the game 100. The
place holder may have a list of continents, as shown in FIG. 4.

The music identification game described above may be
reduced into a number of steps illustrated in the flow charts of
FIGS. 5 and 6. Referring to FIG. 5, map game pieces having
pictorial representations of geographical regions of the world
are distributed to a first and second team (step 500). A plural-
ity of recorded music tracks representing music selected from
a respective geographical region depicted on the map game
piece is stored on an audio storage medium (step 510). The
game is commenced when a facilitator plays and the first team
receives an aurally presented musical audio output from one
of the recorded music tracks via a music player (step 520).
Upon receiving the aurally presented musical output, the first
team classifies the aurally presented musical audio output and
identifies a location of the geographical region on the map
game piece (step 530). However, the first team may request
one or more hints from the facilitator before classifying the
aurally presented musical audio output and identifying a loca-
tion of the geographical region on the map game piece. Next,
the first team receives an indication from the facilitator
whether or not the classifying and identifying are correct
(step 540) and, if correct, the first team marks a location of the
geographical region on the map game piece and receives a
scored point (step 550). If the classifying and identifying are
incorrect, the second team is provided with an opportunity to
correctly classify the aurally presented musical audio output
and identify a location of the geographical region on the map
game piece (step 560). If the classifying and identifying are
correct, the second team marks a location of the geographical
region on the map game piece and is awarded a scored point
(step 570).

Referring to FIG. 6, a map game piece having pictorial
representations of geographical regions of the world is dis-
tributed to a first team (step 600). A plurality of recorded
music tracks representing music selected from a respective
geographical region depicted on the map game piece is stored
on an audio storage medium (step 610). At step 620, a facili-
tator selects one of the recorded music tracks stored on the
audio storage medium. The game is commenced when the
facilitator plays an aurally presented musical audio output
from one ofthe recorded music tracks via a music player (step
630). Atstep 640, classification of the aurally presented musi-
cal output in one of the geographical regions and identifica-
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tion of a location of the geographical region on the map game
piece is received from the first team. Next, the facilitator
evaluates the classification and determines if the classifica-
tion is correct (step 650). If the classification is correct, the
first team marks a location of the geographical region on the
map game piece and is awarded a scored point (step 660). If
the classification is incorrect, a second team is provided with
an opportunity to correctly classify the aurally presented
musical audio output (step 670). If the second team correctly
classifies the aurally presented musical audio output, the sec-
ond team is awarded a scored point by the facilitator (step
680).

The game 100 instructs participants in several important
skill areas. In addition to teaching and testing the participants
on geographic knowledge, the game 100 teaches several deci-
sion making lessons. For example, team leaders/captains may
be instructed to make one or more of consensus decisions,
democratic decisions and dictatorship. Consensus decisions
require every team member to work through the process to
provide an answer. Democratic decisions require a majority
of'team members to select an answer. Dictatorship decisions
require the team leader/captain to make the final decision
(with or without the agreement of the team).

Furthermore, the game 100 is an important educational
supplement for several core educational standards in geogra-
phy. For example, lessons from the game 100 may be demon-
strative of several core national geography standards and
other state and local educational standards (e.g., Common
Core standards).

Additional variations to the game may be provided where
pictures of musical instruments on playing cards are provided
as apart of the scoring system. For example, twelve cards may
be turned upside down, each of which has a picture of a
musical instrument. Each musical instrument may be on
exactly two cards, and thus, teams may turn over two cards to
determine if there is a matching instrument. If so, the team
may score a point, and a facilitator or teacher may play that
instrument for entertainment. If the cards do not match, a
team may turn the card back to its upside down state and
another team may have a chance to attempt a match. Points
may be scored to each team that obtains a match.

In sum, a method for participating in a music identification
game is provided, comprising: commencing the music iden-
tification game by a first team receiving an audio output from
a music player; classifying the audio output in one or more
hierarchical categories; receiving an indication as to whether
or not the classifying is correct; if the classifying is correct,
marking a location on a map game piece, wherein the location
on the map corresponds to information related to the one or
more hierarchical categories; if the classifying is incorrect,
providing an opportunity to a second team to correctly clas-
sify the audio output.

In addition, a method of facilitating a music identification
game is provided, comprising: playing an audio output from
a music player; receiving from a first team a classification of
the audio output in one or more hierarchical categories; evalu-
ating the classification and determining if the classification is
correct; if the classification is correct, awarding a scored point
to the first team; if the classification is incorrect, providing an
opportunity to a second team to correctly classify the audio
output.

Furthermore, a board game relating to identifying music
and associating the music with a geographic region is pro-
vided. The board game, in combination, comprises: one or
more map game pieces that show geographic regions of the
world; an audio storage medium that is configured to store a
plurality of music tracks from various geographic regions
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depicted on the map game pieces, wherein the geographic
regions comprise continents, subregions of continents and
countries around the world; a legend game piece that provides
a list of the names of the continents, subregions of continents
and countries shown on the map game pieces; and an instruc-
tion manual that provides instructions for the board game and
that comprises an answer key that lists the association of the
plurality of music tracks on the audio storage medium with
the various continents, subregions of continents and coun-
tries.

The above description is intended by way of example only.
Various modifications and structural changes may be made
therein without departing from the scope of the concepts
described herein and within the scope and range of equiva-
lents of the claims.

What is claimed is:

1. A method for teaching geography to one or more persons
on at least a first team and a second team by having said one
or more persons identify a geographic region of origin of
aurally presented music in a music-integrated geography
game environment, comprising:

distributing at least one map game piece to at least the first

and second teams, wherein the at least one map game
piece has a map surface displaying pictorial representa-
tions of geographical regions of the world;

storing on an audio storage medium a plurality of recorded

music tracks, wherein each recorded music track repre-
sents music selected from a respective one of the geo-
graphical regions depicted on the surface of the at least
one map game piece;

commencing the music-integrated geography game of

identifying the geographic region of origin by a facilita-
tor playing and the first team receiving an aurally pre-
sented musical audio output from at least one of the
recorded music tracks representing music from one of
the geographical regions depicted on the surface of the at
least one map game piece via a music player configured
to play the recorded music tracks stored on said audio
storage medium;

the first team, upon receiving the aurally presented musical

audio output, classitying the aurally presented musical
audio output in one of the geographical regions depicted
on the surface of the at least one map game piece and,
thereafter, identifying a location of the geographical
region on the surface of the at least one map game piece
to reinforce geographical awareness and retention of the
region’s location in the world;

receiving an indication from the facilitator as to whether or

not the classifying and identifying are correct;

if the classifying and identifying are correct, the first team

marking the identified location on the surface of the at
least one map game piece distributed to the first team,
wherein the marked location on the surface of the at least
one map game piece distributed to the first team corre-
sponds to information related to said one geographical
region depicted on the surface of the at least one map
game piece; and

if the classifying and identifying are incorrect, providing

an opportunity to the second team to correctly classify
the aurally presented musical audio output, identify a
location of the geographical region on the surface of the
at least one map game piece distributed to the second
team, and mark the identified location on the surface of
the at least one map game piece distributed to the second
team, wherein the marked location on the surface of the
at least one map game piece distributed to the second
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team corresponds to information related to said one geo-
graphical region depicted on the surface of the at least
one map game piece.

2. The method of claim 1, wherein commencing comprises
commencing the game of identifying a geographic region of
origin by the first team receiving the aurally presented musi-
cal audio output that is a musical song associated with one of
the geographical regions depicted on the surface of the at least
one map game piece.

3. The method of claim 1, wherein classifying comprises
classifying the aurally presented musical audio output in a
first hierarchical category that identifies a continent associ-
ated with the aurally presented musical audio output, a second
hierarchical category that identifies a subregion on the conti-
nent that is associated with the aurally presented musical
audio output, and a third hierarchical category that identifies
a country in the subregion that is associated with the aurally
presented musical audio output.

4. The method of claim 3, further comprising receiving
from the facilitator a scored point to the first team if the
classifying is correct.

5. The method of claim 4, wherein receiving the scored
point comprises receiving a first point value if the classifying
of'the first hierarchical category is correct, receiving a second
point value if the classifying of the second hierarchical cat-
egory is correct, and receiving a third point value if the clas-
sifying of the third hierarchical category is correct.

6. The method of claim 1, further comprising receiving a
hint indication at the request of the first team, wherein the hint
indication comprises information that further assists classifi-
cation of the aurally presented musical audio output in one of
the geographical regions depicted on the surface of the at least
one map game piece.

7. The method of claim 1, wherein marking comprises
marking on the surface of the map game piece a country that
is associated with the aurally presented musical audio output.

8. The method of claim 1, further comprising providing to
the first team an opportunity to classify the aurally presented
musical audio output before the second team has an opportu-
nity to classify the aurally presented musical audio output.

9. The method of claim 1, wherein commencing comprises
commencing the game of identifying a geographic region of
origin when the aurally presented musical audio output is
received via the music player configured to play a compact
disc containing multiple recorded music tracks representing
music from the geographical regions depicted on the surface
of the at least one map game piece.

10. The method of claim 1, wherein commencing com-
prises commencing the game of identifying a geographic
region of origin when the aurally presented musical audio
output is received via an application accessible by a mobile
device by one or more persons of the first team and one or
more persons of the second team.

11. The method of claim 1, wherein classifying comprises
classifying the aurally presented musical audio output within
a predetermined time period.

12. A method for teaching geography to one or more per-
sons on a first team by having said one or more persons
identify a geographic region of origin of aurally presented
music in a music-integrated geography game environment,
comprising:

distributing at least one map game piece to the first team,

wherein the at least one map game piece has a map
surface displaying pictorial representations of geo-
graphical regions of the world;



US 9,186,572 B2

9

storing on an audio storage medium a plurality of recorded
music tracks, wherein each recorded music track repre-
sents music selected from a respective one of the geo-
graphical regions depicted on the surface of the at least
one map game piece;
selecting by a facilitator at least one of the recorded music
tracks stored on said audio storage medium;

commencing the music-integrated geography game of
identifying a geographic region of origin by the facilita-
tor playing an aurally presented musical audio output
from the selected recorded music track via a music
player configured to play the recorded music tracks
stored on said audio storage medium;

receiving from the first team a classification of the aurally

presented musical audio output in one of the geographi-
cal regions depicted on the surface of the at least one
map game piece, wherein said classification includes
identifying a location of the geographical region on the
surface of the at least one map game piece to reinforce
geographical awareness and retention of the region’s
location in the world;

evaluating by the facilitator the classification and deter-

mining if the classification is correct;

if the classification is correct, marking on the surface of the

at least one map game piece the identified geographic
region of origin associated with the aurally presented
musical audio output and awarding by the facilitator a
scored point to the first team;

ifthe classification is incorrect, providing an opportunity to

one or more persons of a second team to correctly clas-
sify the aurally presented musical audio output; and

if the second team correctly classifies the aurally presented

musical audio output, awarding by the facilitator a
scored point to the second team.

13. The method of claim 12, wherein playing comprises
playing the aurally presented musical audio output via the
music player configured to play a compact disc containing
multiple recorded music tracks representing music from the
geographical regions depicted on the surface of the at least
one map game piece.

14. The method of claim 12, wherein playing comprises
playing the aurally presented musical audio output via the
music player that operates as an application accessible by a
mobile device by one or more persons of the first team and one
or more persons of the second team.

15. The method of claim 12, wherein receiving comprises
receiving the classification of the aurally presented musical
audio output in a first hierarchical category that identifies a
continent associated with the aurally presented musical audio
output, a second hierarchical category that identifies a subre-
gion of the continent that is associated with the aurally pre-
sented musical audio output, and a third hierarchical category
that identifies a country in the subregion that is associated
with the aurally presented musical audio output.

16. The method of claim 15, wherein awarding comprises
awarding a first point value to the first team if the classifica-
tion of a first hierarchical category is correct, awarding a
second point value to the first team if the classification of a
second hierarchical category is correct and awarding a third
point value to the first team if the classification of a third
hierarchical category is correct.

17. The method of claim 12, wherein marking comprises
marking on the surface of the map game piece a country that
is associated with the aurally presented musical audio output.
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18. A board game relating to teaching geography by having
game participants identify a geographic region of origin of
aurally presented music in a music-integrated geography
game environment, comprising:

one or more map game pieces, each game piece having a
map surface displaying pictorial representations of geo-
graphic regions of the world, the geographic regions
including continents, subregions of continents, and
countries around the world;

an audio storage medium that is configured to store a plu-
rality of recorded music tracks, wherein each recorded
music track represents music from one of the continents,
subregions of continents, and countries around the world
depicted on the surface of the one or more map game
pieces;

a legend game piece that provides a list of the names of'the
continents, subregions of continents, and countries dis-
played on the surface of the one or more map game
pieces; and

an instruction manual that provides instructions for the
music-integrated geography board game and includes an
answer key that lists the association of the plurality of
recorded music tracks on the audio storage medium with
the various continents, subregions of continents, and
countries around the world depicted on the surface ofthe
one or more map game pieces,

wherein the instruction manual further includes pre-tests
and post-tests comprising questions pertaining to the
geographic regions depicted on the surface of the one or
more map game pieces, the pre-tests to be administered
to the game participants prior to commencing the music-
integrated geography game to determine geographical
and cultural knowledge, and the post-tests to be admin-
istered to the game participants upon conclusion of the
music-integrated geography game to determine the
game participants’ geographic and cultural learning
progress.

19. The board game of claim 18, wherein the audio storage
medium is a compact disc containing multiple recorded
music tracks that are configured to be played by a music
player, wherein the recorded music tracks represent music
from the continents, subregions of continents, and countries
around the world depicted on the surface of the one or more
map game pieces.

20. The board game of claim 19, wherein the recorded
music tracks are configured to play for a fixed duration of time
music that represents the continents, subregions of conti-
nents, and countries around the world depicted on the surface
of the one or more map game pieces.

21. The method of claim 1, further comprising:

prior to commencing the game, administering to the one or
more persons on at least said first and second teams a test
to determine geographic and cultural knowledge; and

upon conclusion of the game, administering to the one or
more persons on at least said first and second teams a test
to determine geographic and cultural learning progress.

22. The method of claim 12, further comprising:

prior to commencing the game, administering to the one or
more persons on said first team a test to determine geo-
graphic and cultural knowledge; and

upon conclusion of the game, administering to the one or
more persons on said first team a test to determine geo-
graphic and cultural learning progress.
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